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Tagged Construct 2 offers some advanced features in the 
event sheet. These can allow expert users to make 
the most of the event system, enabling more 
sophisticated logic than normally possible with 
standard events. This tutorial summarises the event 
features that are intended for advanced use or work 
differently to normal events, with some tips and 
Stats 
tricks. 
ma r This tutorial is intended for experienced users. Be 
P sure to read How Events Work if you haven't already, 
as this tutorial builds on those basics. 
Tools 
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Trigger once while true 


This condition effectively makes a continuously-true 
event in to a trigger. It tests "if did not reach this 
condition last tick". Usually it is placed as the last 
condition in an event, because if it is the first 
condition, it will be reached immediately and 
therefore never satisfy its test. 


One of the places Trigger once is useful is for 
playing sounds. Consider the following event: 


@ Sprite health = 0 0) Audio Play GameOver1 not looping (tag “) 


This is acommon mistake - remember that the 
event is run every tick, which is about 60 times a 
second on most computers - and results in the 
sound being played and replayed continuously as 
long as the player's health variable equals 0. Often 
the result sounds awful. Instead, we want to play a 
single sound effect the first time the health counter 
equals 0. Adding Trigger once achieves this: 


® Sprite health = 0 1) Audio Play GameOver1 not looping (tag “) 
@ System Trigger once 


Now the sound will only play the first time health 
reaches 0. It will not play again until health changes 
to something else then goes back to 0, when it will 
play a single sound again. 


A useful trick is to put Trigger once by itself in a 
group of events: 


Log 
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cul 


you wish to 
reuse, share or 
remix the content 
contained within 
this tutorial. 


IT tne group IS Deng enabled and diSabled during 
the game, this will run the event once when the 
group is enabled. It acts as a sort of "On group 
enabled" trigger. 


Pick all 


As described in How Events Work, events typically 
work by filtering instances that don't meet the 
conditions. A subset of instances are left which 
meet all the conditions, then the actions run on 
those instances. 


Pick all is the only condition which works in reverse: 
it restores all objects, so subsequent conditions 
pick from all instances again. It is difficult to come 
up with a simple intuitive example of this, but it can 
be useful for advanced users having to deal with 
deeply nested subevents where it is convenient to 
reset the picked objects. 


Else 


The Else event runs if the previous event did not run. 
It cannot be placed after a trigger, and must be the 
first condition in the event. If the Else is not in the 
right place, it will appear red indicating you must 
move it, as shown below. You cannot preview or 
export your project if Else conditions are in the 
wrong place, since the logic does not make sense. 


Keyboard Space is down 
GB System Else (not valid here) 


A common place Else is useful is when toggling a 
flag or variable. Often new users make the following 
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GB System MyFlag = 0 Q System Set MyFlag to 1 


System MyFlag = 1 System Set MyFlag to 0 


Notice how if MyFlag is 0 it is set to 1, but then the 
next event immediately sets it back to 0 again, 
because MyFlag is equal to 1! (This is where the 
order of events is important: remember events run 
top-to-bottom.) This event does not have the 
intended effect and MyFlag remains 0 no matter 
how many times Space is pressed. 


One solution is to set MyFlag to 1 - MyFlag. 
However, this only works for numbers, and is not 
always very readable. Else can solve the problem: 


® Globa! number MyFlag = 0 
— =>iKeyboard On Space pressed 


GP System MyFlag = 0 Gsystem Set MyFlag to 1 


GP System Else E System Set MyFlag to 0 


Now pressing Space correctly toggles MyFlag 
between 0 and 1, because the Else only runs if the 
previous event did not. 


Pressing X is a keyboard shortcut to add an Else 
event after the currently selected event. 


Note Else does not pick any objects. It literally just 
means "last event did not run". Consider the 
following example: 


https://webcache.googleusercontent.com/search?q=cache:M_bVyuk1POs):https://www.construct.net/en/tutorials/guide-constr... 4/10 


13/11/2023, 05:23 Guide to Construct 2's advanced event features - Free Tutorial 


consreuer Products | Resources Education Community Stor Register Log 


Construct 2 Tutorials Search Write Courses 
The intent may be to make monsters on-screen 
rotate toward the player, and make the rest point 
downwards at 90 degrees. There are two problems 
with this. Firstly, the Else event will not run at all if 
any monsters are on-screen, since then the first 
event has run so the Else does not run. Secondly, 
even if the Else event does run, it does not 
specifically pick monsters which are offscreen: it 
affects all monsters, because it does not pick 
instances. In this case, it is better to simply replace 
the Else with an inverted /s on-screen condition, as 
shown below. This will have the intended effect on 
instances on and offscreen. 


-a Monster Is on-screen «Æ Monster Rotate dt degrees toward (Sprite.X, Sprite. Y) 


~& Monster X Is on-screen ~<€Monster Set angle to 90 degrees 


Else can also be chained in to "Else-if" blocks by 
adding extra conditions to the Else event, and then 
adding another Else event after that. This is shown 
below. 


Set text to "You have no items!" 


Set text to "You have one item!" 


Set text to “You have lots of items!* 


This can be read: 
If ItemCount is 0: set text to "You have no items!" 


Else if /temCount is 1: set text to "You have one 
item!" 
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WHILE LOOPS 


Another interesting system condition is the While 
loop. The other loops (repeat, for, for-each) are 
relatively straightforward, but While works slightly 
differently and so deserves its own mention. 


While runs the event infinitely until either: 
- a condition following it becomes false, or 
- the Stop loop system action is used. 


Most commonly it will be used with a condition 
following it, like so: 


QG System While SP Player Set Y to Self. Y - 1 


SP Player Is overlapping ih 
Ground 


This will keep moving the player 1 pixel up until it no 
longer is overlapping ‘Ground’. It happens instantly, 
so will repeat as many times as it needs to until ‘Is 
overlapping Ground’ becomes false. 


Be careful not to accidentally create infinite loops. If 
the condition never becomes false during the loop, 
or the ‘While’ condition is used on its own without a 
‘Stop loop’ action, it will hang while it loops forever. 


'AND' BLOCKS VS. 'OR' 
BLOCKS 


Normal events use ‘And’ logic: all conditions must 
be met for the actions to run. In other words, 
“condition 1 AND condition 2 AND condition 3..." 


https://webcache.googleusercontent.com/search?q=cache:M_bVyuk1POsJ:https://www.construct.net/en/tutorials/guide-constr... 6/10 


13/11/2023, 05:23 Guide to Construct 2's advanced event features - Free Tutorial 


constauer Products Resources Education Community Stor Register Log 


Construct 2 Tutorials Search Write Courses 


“(Monster X < 500 {Monster Set § Bullet speed to 0 
- or - 
=a Monster Y < 500 


The intent here is to stop any monster which is left 
of X=500 or above Y=500. In this case, if any 
instances meet either condition, the event runs. The 
instances picked for the event will be those 
matching either condition. 


Note how in ordinary 'AND' blocks, subsequent 
conditions filter out instances not meeting the event 
- progressively reducing the number of picked 
instances. In contrast, 'OR' blocks add instances 
meeting the event - progressively increasing the 
number of picked instances. 


By default event blocks are the normal ‘And' type. 
They can be toggled to and from 'Or' blocks by right- 
clicking the event margin and selecting Make ‘Or’ 
block, or pressing the Y keyboard shortcut. 


Normally, only one trigger can be placed in an event. 
However, this does not apply to ‘Or blocks. Multiple 
triggers can be added to an ‘Or’ event, and the 
actions will run when any of the triggers in the event 
fire. For example, below shows an event which 
plays a sound if either the A, B or C keys on the 
keyboard are pressed: 


Keyboard OnApressed 0) Audio Play Bump! not looping (tag **) 
-or- 
=>fiKeyboard On B pressed 


or 
>E Keyboard On C pressed 
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Using subevents, you can combine ‘Or’ blocks with 
‘And’ blocks to create more advanced logic. For 
example: 


Keyboard On A pressed 
-or- 

— Keyboard On B pressed 
-or- 


=E Keyboard OnC pressed 


Keyboard Ctrlis down 0) Audio Play Bump1 not looping (tag *") 
-or- 
Keyboard Shift is down 


This will play a sound on pressing A, B or C, so long 
as either Control or Shift are also held down. 
Alternatively: "If (A pressed OR B pressed OR C 
pressed) AND (Control is down OR Shift is down): 
play sound’. 


If the second event was not an 'Or' block, it would 
read "Control is down AND shift is down". Therefore, 
a sound would play if you hold down Control + Shift 
and press A, B or C. Alternatively: "If (A pressed OR 
B pressed OR C pressed) AND (Control is down AND 
Shift is down): play sound". So using subevents can 
help you make more advanced conditional logic. 


OTHER USEFUL ADVANCED 
FEATURES 


Unique IDs (UIDs) and Instance IDs (IIDs) 


UIDs and IIDs are often useful to advanced users for 
advanced instance picking. 


A UID can be used as a "reference" to an object. A 
UID can be stored in a variable and the object later 
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uses zero-based indices). For more information see 
Object expressions in the manual entry on 

. IDs can also be used to pick instances 
using the Pick Nth instance system condition, but 
beware that an IID is not a permanent reference to 
an object: for that a UID should be used instead. 


For more information, see 


MOST ADVANCED OF ALL... 


If you have previous programming experience or 
just want to take it to the next level, you can use the 

to write your own plugins and 
behaviors for Construct 2. The page has a 
list of links to help you learn Javascript. 
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